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Perfbrmed by operating 
system 
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Map coordinates 
onto 3D viewing 
window resulting 
In P(x,y^) 
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Render the tmash" texture 
fromS toT. 

single surfece 
or 

multiple surface 



Detennine iKush 
texture size 
needed 
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Project ray into 
viewing volume 
from P(x.y^) 



Intersect ray with 
objects In the 
viewing volume. 



A nunitier of methods can be 
used to prpject into 3D. 



Detennine Q, the closest 
point to P, and reject any 
other Inteisections. Call the 
intersection object B. 



Determine which 
and if any triangle 
edges require 
overscan 



Scanllne Render 
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Calculate the 
normal at Q 
(which specifies 
the tangent plane) 



Determine K, the bounding 
box on the tangent plane of 
the *bnjsh* texture which will 
be 'drawn* to the surfoce. 



Brush Radius 
(vrorld space) 



Tesselate to triangles 
and ensure they have 
corresponding texture 







Bnish Depth 




(world space) 
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Together, these 
define the bmsh 
cylinder. 
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Loop over all ^ 
triangles T In the 
object a. 



Project the 
triangle T to the 
tangent plane 
resulting In S. 




JS^D More triangles? 14 



Use S as the texture 
coordinates of the "bmsh* 
texture and use the existing' 
texture coordinates 
associated with T. 



This may be a scanllne 
renderer or It may use 
rendering hardvrare Ilka 
OpenGL graphics boards. 
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